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Functional Minimum

● Shooter mechanics - Mostly done

● Base enemies - Done

● Physics module interacting with enemy simulation - Simple implementation

● One hand-crafted level - Done
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Low Target

● Spatial audio cues - Nearly done

● Multiple hand-crafted levels - Process developed

● Narrative integrated into player failure/death - Not started
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Desired Target

● Environmental hazards - Not started

● Custom shaders for improved aesthetics - In research
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Next Steps

● Improved visibility detection

● Improved enemy visuals

● Narrative construction/integration

● More levels

● Hazards

● Items design/implementation
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D E M O
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